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SINCE НЕ DIED, THE МАЕ, 
FOR CONTROL OF EGROF 
BETWEEN HIS TWO 


LIEVTENANTS—ESSERET. 
AND KITRAP--HAS BEEN AT 
А STALEMATE. 


| АШХАМ GENERAL, FIN 
| STERIKK, WAS HIRED ВУ 
| _ESSERET ТО TIP THE 
| BALANCE IN HER FAVOR. 
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STERIKK'S IDEA. 



































WHY ARE YOU 
DOING THIS, 
STERIKK? 






YOU WERE OUR ~ 
FINEST GENERAL. 
WHY ARE YOU HERE 
NOW WORKING AS 
A COMMON 
MERCENARY?, 






У NEVER! 
в І WAS FORCED 


OUT! THEY CALLED 
МЕ A RELIC, LEFT МЕ 





BE WARNED, 




















THESE ARE DARK 
TIMES, D'ARGO. WE 
FACE THREATS FROM. 

ALL SIDES. 


PEACEKEEPERS, 
THE SCARRANS, THE 
SCORVIANS, 





OUR LEADERS, 
IN THEIR INFINITE 
STUPIDITY, HAVE 
DECIDED NOT ТО 
FACE THESE FOES 
AS BEFITS 
WARRIORS-- 






--BUT INSTEAD 
ТО DEEMPHASIZE 
MILITARY POWER IN 





FAVOR OF 
NEGOTATION AND 
DIPLOMACI Еп 
pISGUSTS 
ME. 


KA DIARGO, THAT AS Y 


LONG AS 1 WORK 
FOR ESSERET, THE 


ORUJNA YOU REQUIRE 
WILL NEVER ВЕ 


ФО WHEN 
XOCGERÓ DIED, 
NEITHER OF YOU 
COULD GAIN THE 
UPPER HAND. 


BE SUCH A 
PRABAKTO! 


YOUR TONE, 
WOMAN! 


MIND. 
YOURS! 


ЗО, HAVE YOU 
CHANGED YOUR 
MINDS? WILL YOU 
WORK FOR ME, 
NOW? 


THAT 
DEPENDS. 


WHEN WERE 
YOU GOING TO TELL 
US THAT THE ORUJNA 
YOU WERE OFFERING 
"AS PAYMENT WAS 
UNREFINED? 


I DONT 
UNDERSTAND WHY 
175 BEEN SHUT 
DOWN. 


YOU NEED ЧЫ 
TO EXPORT 
CHO'RRHIRED AND. 
ОЕШМА TO REBUILD 
YOUR ECONOMY! BUT 
YOU САМТ EXPORT 
THOSE THINGS 
WITHOUT THE 
DISTILLERY АМР 
REFINERY! 


IF THEY'RE 

BOTH DESTROYED, 

IT WON'T MATTER 
WHO WINS! 


WHAT DIFFERENCE 
DOES IT МАКЕ? 
WHEN ONE SIDE 

WINS, THE REFINERY 

САН REOPEN. 


WHEN XOCGERG 
WAS ALIVE, I MINED THE 
ORUJNA AND RAN THE 
DISTILLERY THAT MADE 
THE CHO'RRHIRED-- 


WHILE ESSERET 

HANDLED THE RRHIRED 

HARVEST AND REFINED 
THE ORUJNA. 


IT KEPT THINGS 
BALANCED. 


D'ARGO, YOU MUST, 
DESTROY ESSERET'S 
REFINERY, JUST AS 
YOUR COUNTRYMAN 
HAS DESTROYED МУ 
DISTILLERY! А 





~ WILL YOU WORK FOR 
х МЕ OR NOT? E 
You SAID /an 
YOU'D Pay us 
2 WITH ОЕШМА. IF А, 
те UNREFINED, И, 
ns 0921255 И 
ы E TO 051 


ALL RIGHT, ТМ 
CONFUSED. 16 НЕ 
WORKING FOR 
МЕ OR МОТ?, 
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LDIDNT ER 
FIGHT FOR Y 
YOU, KITRAP. _ І FOUGHT 
50 THIS WORLD 
WOULD ONCE 
AGAIN 
FUNCTION. 


ср Еј 
РА. 


AND YOU 
WILL Wi 
TOGETHER AS 
EQUALS. 




















D'ARGO?. 











AND 
NOW WE HAVE 
ENOUGH ОЕШМА 

TO LAST FOR 
THE NEXT FOUR 
CYCLES. 


CRICHTON, 

CHIANA, AND I 
АРРЫЕР THE 
ОБЩА. 





PILOT SAYS 
THAT МОУА 
A wit Be FINE IN 
МА AN ARN OR 
TWO. 



















16 THERE. 
ANYTHING 1 
САМ РО? 
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TICK...TICK...TICK... 


BIG. BOLD. BOOM! 
www.BOOM-STUDIOS.com. 
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One of the pleasures of working at 
BOOM! is that get to work with some 
of the best artists in the world. Iknow, 
that sounds like hyperbole-that is, 
until you actually break it down... 


When I first came to BOOM, I cast the 
net far and wide to search for the most 
talented undiscovered artists not only 
in America but abroad. What I found 
was the likes of Julian Totino Tedesco 
(THE REMNANT, UNTHINKABLE) 
from Argentina. The great Emma Rios 
(HEXED) is based out of Spain. 
Master illustrator Minck Oosterveer 
(THE UNKNOWN) hails from the 
Netherlands. Francesco  Biagini 
(DEAD RUN) is from Italy, Ayhan 
Hayrula (SWORDSMITH ASSASSIN) 
lives in Bulgaria, Diego Barretto's 
(EUREKA) home base is Brazil, and 
Declan Shalvey (28 DAYS LATER), 
Will Sliney (FARSCAPE), and Stephen 
Thompson (DIE HARD) all live in 
Ireland. 


UPCOMING 


And of course you have Peter Krause 
(IRREDEEMABLE), Todd Herman 
(FALL OF CTHULHU: NEMESIS), 
‘Tommy Patterson (FARSCAPE), and 
Mark Dos Santos (EUREKA) from 
right here in the good ој U.S. of A. 


That's just the tip of the iceberg, of 
course. There are many, many other 
brilliant artists that we work with. 
But the above sampling of illustrators 
represents what I love about my job: 
working with talented people from all 
over the world. Between writers, 
artists, inkers, colorists, and letterers, 
the BOOM! family extends across the 
globe. On any given day, I could be 
talking story with somebody in the 
Netherlands or discussing panel 
breakdowns with an artist іп 
Argentina or giving color reference to 
somebody in Brazil, etc. 


The diversity of our creators, the 
breadth of styles and cultures, makes 


our comics something special. As an 
editor you're always looking to 
assemble the “perfect package.” You 
start out with an idea and try to build 
a synchronized creative team that 
complements each other. It's like 
pairing meat and wine, or building a 
formidable infield. Every creator 
brings a unique point-of-view and 
background {о the story and, 
sometimes, when you toss ай those 
elements in to the comic book blender, 
the end product is magic. 


BOOM}, to me, feels like а “world” 
publisher. And I wouldn’t have it any 
other way. 


This comic in your hands is probably 

the product of multiple nations. 
Amen to that. 

Matt Gagnon 

— Managing Editor 


























BOOM! TALKS WITH POE ARTIST DEAN KOTZ! 


How did you come on 
board as the artist for POE? 


I stopped by the BOOM! 
booth at this year's NYCC 
and gave Matt Gagnon a 
copy of my portfolio. A 
month later he contacted 
me about doing some 
sample pages. 


What has your experience 
been like working on POE? 


Unbelievable. Im such a 
big fan of gothic horror and 
writers like Poe, Radcliffe 














POE 
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and Walpole. Getting to 
draw а book in that genre is a 
dream come true. 


What are your favorite charac- 
ters and locations to draw in 
E 


Anything with зрооку 
atmosphere, especially 
settings like the shipyard in 
issue 2. Give me a scene with 
lots of fog and I'm happy. 


What research did you do for 
the great period detail in 
POE? 


А visit to the library and some walks 
around my neighborhood іп Philadel- 
phia. Bits of the 19th century are still 
hanging around. 


MARK WAID 


editor-in-chief 


CHIP MOSHER 
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